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What Equipment You'll Need to Play 
Wreck of the BSM Pandora 


1. 48K Apple II and a Black & White TV or monitor. 

2. One disk drive operating under DOS 3.3. 

3. An original or copy of a Pandora Deck Plan and a pencil. 
4. This booklet of documentation. 





Boot the disk according to the instructions in your DOS Manual, The 
disk is left in the drive during play. 


What You'll See As the Game Starts 


1. The title of the game (wait) the screen will clear to... 


2. The question ““RUN OLD GAME?”’, if you answer Yes, you'll be 
asked to give the name of the old game. Key in the exact file name and hit 
return. Note that old games are automatically erased when you re-run 
them. If you want to save an old game again, and play it as well, you 
must execute the Quit Game routine before starting to move the first 
crew member (see the Command Summary, QUIT). If this is the firs! 
time you’ve played, naturally there is no old game to run, so you would 
key NO when asked “RUN OLD GAME.” 

3. You’ll then see the question “‘_HOW MANY CHARACTERS (1-7)?”, 
Key in the total number of crew members you want in the game, then hit 
RETURN. Note that the more characters (crewmen) you use, the more 
creatures there’ll be running loose in the ship. It is strongly recommend 

ed that your first game use at least three characters. 

4. Then you’ll be asked “ENTER TIME DIFFICULTY FACTOR,” 
The lower the number you enter, the less time you’ll have to save the ship 
from disaster. Three or four is a good starting point. 

5. You will see the question, ‘““TURN OFF SOUND EFFECTS?” (if you 
answer YES, you can’t turn them on again during the play of that game), 
6. The title will re-appear and you’ll have to wait for all the values and 
information to load. This is a longish minute of waiting for... 

7. The question ““REAL TIME?” will appear. If you answer YES, it will 
mean that simulated seconds will tick off even if you’re not doing any 

thing with a character (this makes the game more pressureful, so avoid it 
for the first time around). 

8. Then you’ll see the message “(CHARACTER NAME) UP NEXT, 
HIT ANY KEY.” Hitting a key will get you into the first move of the game, 


Note that all commands 
are one keystroke: 
for example, Y for Yes; N for No 


1.0 The Game Situation and How 
Itis Played 


The Wreck of the BSM Pandora \s a simulation game that re- 
creates an emergency situation occurring aboard a Biological Survey 
ship. The Pandora is in the process of making a series of FTL (Faster- 
Than-Light) jumps under computer control, It is returning to base 
after a successful specimen gathering mission, Its crew of seven are in 
stasis (a type of suspended animation that insulates them from the 
harmful effects of FTL travel), As the ship exits from one of its many 
less-than-precise FTL, jumps, an unfortunate series of coincidences 
bring it to a state of emergency, A burst of near-ultraviolet radiation 
from a too-close Wolf-Rayt star damages many of the ship’s automatic 
control systems. Some of the crew experiences an uncontrolled exit 
from stasis which produces a severe disorientation and memory loss. 
Many of the main ship systems fail to RED condition or go to limited 
operation on YELLOW status, The computer, itself radically affected 
by the energy pulse, believes the crew to still be in stasis and, in a last 
desperate effort to save them, begins the cold shutdown sequence. This 
will allow the ship a slight possibility to return to home space in STL 
mode (Slower-Than-Light) and save the mission, However, it means 
certain death to the crew not in stasis, 

The crew members must repair and restart the basic systems of the 
ship to prevent this disaster, Because of their disorientation, however, 
they have a less than perfect idea of how to go about this. The Pandora is 
a modularized pod ship, Titan class. It is organized in three stacked 
tubes, each of which carries seven interchangeable pods of various des- 
scriptions. Since the configuration is constantly changing during the 
course of the mission, only the electronic ship plan gives precise informa- 
tion on where the main system pods are located. Most of these remote 


maps have been destroyed. Only by finding the ship’s main compute! 
console (itself a pod) can a crew member access the plans to the ship as i 
is currently configured. 3 

To complicate matters still more, a number of specimens have es 
caped from their restraint pods and are, in varying degrees, dangerous to 
the crew. Some of the ship robots are also malfunctioning and will attack 
crew members on sight. To save themselves, the crew members must co 
operate in first restarting the ship and then restraining all the escaped 
specimens. To do this they must find (and possibly be required to repair) 
the ship’s five major systems pods. Then they must successfully restart 
the ship. Finally they must, without injury to themselves, recapture the 
specimens, stun them and place them in restraint pods. 

You may assume the role of one or more of the ship’s crew, The 
game 1s an excellent soilitaire problem. Other players may take the roles 
of one or more of the ship’s crew and operate those characters. If each 
player takes only one crew member, as many as seven players may parti 
cipate in one game. The game is a cooperative game (if the ship isn’! 
restarted, it’s a long way home for everyone) but has an element of com 
petition in its point scoring routine for restarting the ship and restraining 
or killing specimens. 

Although graphics are used extensively to support the game system, 
do not confuse Wreck of the Pandora with arcade-style games. It 1s a 
problem solving, race-against-the-clock simulation of a classic science 
fiction scenario. Playing time varies from 45 minutes up to several 
hours. Games may be interrupted and saved. 

To start, first take a look at the ship deck plans supplied with the 
game. This gives you the basic layout of the ship. Next, quickly scan the 
Command Summary, the Equipment Summary, the Robot Summary, 
and the Pod Summary. Don’t try to absorb it all; just examine them for 
a few minutes before going onward. 


2.0 How to Operate a Character 

In the game, you represent one or more crew members. Each Game- 
Turn represents 120 seconds of time, Every Game-Turn, the crew charac- 
ters will each have a simulated 120 seconds to perform various actions. 
The order in which crew members get their turn is the same from Game- 
Turn to Game-Turn. The screen will name the character being played and 
display the silhouette of the character in its active mode — easily distin- 
guishable by shape from its inactive mode, A character 1s in its inactive 
mode when a robot is being Operated by that character or another char- 
acter 1s being played. 
Active Crew Character Inactive Crew Character 
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Character in Rig 


You move your character by hitting the number key that corre- 
sponds to the direction in which you wish to go, The screen shows you a 
‘““compass rose”’ for direction, The repeat key can be held down in con- 
junction with a number key, Many other actions than moving are possi- 
ble. See the Command Summary. 

You should note that crewmen cannot move into the same space as 
hostile robots, or creatures that are aggressive or fearful. A crewman or 
robot may move into the same space as a neutral or stunned creature or a 
non-hostile bot. 


3.0 How to Operate a Robot 


You will find seven robots scattered about the ship. During your 
move with a character, that character may move adjacent to a robot and 
control it (if it is functional) by using the Controt command. This will 
result in the robot being controllable for 120 seconds of movement and 
other activity. Robots behave much like crew characters, but there are 
some serious differences. See the Robot Summary. When a robot is 
through moving, you’ll be returned to the crew character who may or 
may not still have some time left to move in that turn. Robots may only 
be used once per Game-Turn. Robots may also be remote-controlled by 
crew members using certain equipment or by operating the consoles of 
certain pods. Robots may not be controlled by other robots (or 
specimens). 
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Erobot Specibot Imrebot 


4.0 How to Use Equipment 

There are thirteen pieces of portable equipment randomly located in 
the ship. Your character must pick-up (Get) the equipment in order to 
Use it. The amount of equipment your character can carry 1s limited by 
his carrying ability. 

There are four categories of equipment: 

Comm/’s: Used by crew characters or robots to remotely control 
certain pods. Screen symbol is letter “‘C’’. 

Kits: Used by crew characters or robots to repair equipment, pods, 
or robots. Screen symbol is letter “‘K’’. 

Rigs: Worn by a crew character as protection against specimens 
and the vacuum of airless pods. Screen symbol ts letter ““R”’. To wear a 
rig, first drop everything being carried then hit Get. Then Gert other 
items. 

Weapons: Used by crew characters or robots to stun or destroy 
specimens, robots, or other crew members. Screen symbol is letter ‘*W”’, 


5.0 The Pods of the Ship 


The pods of the ship are modular work spaces dedicated to a specil 
ic function. Every new game places the pods in a new random position, 
One of the main challenges of the game is to find and map the pod loca 
tions. There are five categories of pods which make up the Pandora. 

Major System Pods: These are the five pods you must find and 
Repair in order to Restart the ship and save yourself. Of these five, the 
Comp Pod is the only one with another function: it will give you a map 
of the ship and a manifest of specimens aboard when you operate ils 
console using the Pop command. 

Control Pods: Three pods which can be used remotely to control 
certain robots. 

Repair Pods: Seven pods repair various pieces of equipment, 
robots, or crew members who’ve been injured. Equipment must be drop- 
ped (Drop) in the pod and the pod console operated in order to repair 
them. 

Restraint Pods: three identical pods which can be used to perma- 
nently restrain stunned or neutral specimens by operating the console 
with the specimens in the pod. 

Exterior Lok Pods: Three pods which have a spaceship function 
but no game function. 

In order to use a pod (Pop) it must be either in yellow or green 
condition and you must have a crew character at the console of the pod, 


Note: To change Levels, a character must enter the elevator (at the 
extreme right of the ship display). A character entering at Level | auto- 
matically ascends to Level 2; a character entering on Level 3 automatic- 
ally descends to Level 2. A character entering the elevator at Level 2 
hits Up or Down to arrive at the desired Level. 


a 
6.0 Damage and Repair 

You could think of Wreck of the Pandora as a damage control 
game and not be far from the truth, Each crew member has a basic gen- 
eral repair capability (indicated by his intelligence), Some robots (see 
Summary) also have general repair capabilities, This ability can be acces- 
sed by keying Repair when the character is adjacent to a bot or at the 
console of the pod he wishes to repair. To repair a tool or weapon, the 
character must be carrying It, 

The kits in the ship have the capacity to repair specific items, bots, 
or pods by Usine them while carrying the item or while adjacent to the 
bot or at the console of the pod being repaired, Kits can be used by crew 
members or by bots capable of carrying them, 

Certain pods also can be used to repair items, bots, or crew mem- 
bers who’ve suffered damage (and a subsequent loss of stamina). This is 
accessed by keying the Poo command while standing at the pod’s console. 


There are three states of equipment, pods, and bots: 
RED = unuseable; totally damaged. 


YELLOW = useable but failure prone; partially damaged. Using yellow 
equipment, bots, or pods can cause them to fail to red status. 


GREEN = totally useable and reliable. Once an item, bot, or pod has 
been repaired to green status, it will not fail (through use) to yellow or 
red status. 


Remember that the basic mission of the game is to return all the sys- 
tem pods to at least Yellow status and restart the ship. 


A Pod of the B.S.M. Pandora 





7.0 How to Win 


Restarting the Ship and Restraining Specimens 


The first and most pressing demand upon crew members 1s to return 
the ship’s major system pods to yellow or green condition and success 
fully restart the ship. This is accomplished through repair of the five 
pods (Enviro, Power, Con, Comp, and Nav) and using the Restart 
command at the console of either the Con, Comp, or Nav pod. Both 
crew members and controlled bots may attempt to restart the ship. If all 
the five pods are green, you have a better chance of successfully restar' 
ing than if some of them are yellow. Note that if any of the five pods are 
red and you key Restart, the message “SYSTEM DOWN?” will appear. 
When you succeed, you’ll hear five beeps and see the message SUC 
CESSFUL! Once the ship’s major systems are restarted, al// of the pods 
on the ship are returned to full functioning, green status. 

Although you can stun and restrain specimens before the ship 1s re- 
Started, it’s a waste of precious time unless absolutely unavoidable. Once 
the ship is restarted however, you can methodically hunt down the crea: 
tures and kill or restrain them in restraint pods (electronic cages). To stun 
a creature, you must use one of the three stun weapons or one of the 
three stun-armed robots. Once it’s stunned, a creature can be (perma 
nently) restrained by placing it anywhere in a restraint pod and keying 
the Pop command with an active crew member at the console. The 
message RESTRAINED will appear and the creature will disappear. 

Points are awarded to the crew members who restrain specimens 
(fewer points are awarded for killing specimens). Points are awarded for 
restarting the ship. If the ship is not restarted, points are still awarded, 
but since they are posthumous they don’t mean much. The crew member 
with the greatest number of points is the winner of the game, but there is 
no winner if the ship is not saved (regardless of points scored). Although 
it’s possible for one crew member to kill another, any crew member doing 
so loses points — so don’t doit. 


NOTE: 
When only ten minutes (five turns) 
remain until shutdown, 
the ship’s alarm will beep twice 
at the start of each two-minute turn. 
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Equipment Summary 


Crew member carrying the equipment should key the Use command. 
COMM TOOLS 

Dcon Com: Remotely accesses the console of the Dcon Pod for robot 
control (Imrebot, Evabot, Ubot). 

Comp Con: Remotely accesses the ship’s computer (Comp Pod) for 
ship layout or manifest of specimens. 

REPAIR KITS 

Repair kits increase the chance of successful repair within their special 
application. 

Ikit: Repairs other kits in possession of using crew member. Some crew 
members are incapable of carrying two kits at once and will be therefore 
unable to use the Ikit. 

Botkit: Repairs adjacent bot. 

Wepkit: Repairs carried weapons. 

Medkit: Heals user. 

Compkit: Repairs Comp Pod when used at console. 

RIGS (spacesuits) 

Rigs can be donned by crew members in the same space as the rig. Key 


the Get function. In order to don the rig, the crewmember must not be 
carrying anything. 
Armorig: Protects wearing crewmember against vacuum and increas- 


es defense values when worn by lesser endowed crewmembers. Slows 
movement. 


Envirig: Protects wearing member against vacuum. Can possibly 
hamper movement, defense and attack of wearing crew member. 
WEAPONS 

Turbolaser: A killing weapon of high power. 

Stunrod: An average power stun weapon with a low killing power. 
Stungun: A high power stun weapon with a low killing power. 
Stunbomb: A very high power stun weapon with an average killing 
power. Note that this is a re-useable weapon just like the other three. 


Note that use of weapons causes the target designator to function in the 
following order: first, all bots in succession; then all specimens in succes- 
sion; then crew members. The designator will frame the target and ask 
for a fire decision. You may fire at your target through other intervening 
targets without hurting them. 


Pod Summary 


There are 21 work pods and 9 corridor pods that make up the ship. The 
work pods are divided into five categories. 


MAJOR SYSTEM PODS: 


Power Pod: Examine console to get indication of time remaining un 
til Cold Shutdown. 


Enviro Pod: Examine console to get indication of time remaining un 
til Cold Shutdown. 

Con Pod: Capable of restarting ship when no Major System Pods are 
in red condition. Use Restart command at console. 

Nav Pod: Capable of restarting ship when no Major Systems Pods are 
in red condition. Use Restart command at console. 

Comp Pod: Capable of restarting ship when no Major Systems Pods 
are in red condition. Use Restart command at console. Use Pop com 
mand to access electronic map of ship’s layout or manifest of specimens 
aboard. Once this sequence is initiated, it must be completed. Record 
data for later use. This function can also be accessed by Usinc Compcon, 
CONTROL PODS 


Dcon Pod: Crewman at console can remotely control Imrebot, Eva 
bot, and Ubot by keying Pop command. Crew member at console can 
also heal himself by using Pop command. Screen will ask ““HEAL’?”’; ¥ 
or N command will activate or bypass heal function. 


Survey Pod: Crewman at console can remotely control Specibot, 
Ambot, and Reconbot by keying Pop command. 


Specanal Pod: Crewman at console can remotely control Specibot 
by keying Pop command. Pop command also activates restraint function 
of pod against any stunned specimens in pod. 


REPAIR PODS (use Pop command to activate function): 


Bot Pod: Repairs red or yellow bots in pod (yellow bots must be non 
hostile or stunned). Use Pop command. 


Maint Pod: Repairs any uncarried kits or comm tools on floor of pod, 
Wep Pod: Repairs any uncarried weapons on floor of pod. 

Stage Pod: Repairs any uncarried/unworn rigs on floor of pod, 
Stasis Pod: Heals crew members in pod (raises their STAMINA), 
Med Pod: Heals crew members in pod (raises their STAMINA), 


Crew Pod: Heals crew members in pod (raises their STAMINA), Re 
mote controls Erobot. 

RESTRAINT PODS (use Pop command to activate function): 

These three identical pods will permanently restrain uncarried, stunned 
(or neutral) specimens which may be anywhere within the activated pod. 
EXTERIOR PODS: 

The Extlok, Scapelok, and Landlok have no game function except as 
spaces within which items, creatures, and bots may be found, 
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Summary of Crew 
Character Abilities 


Intelligence: Indicates skill at Reeair of weapons, tools, bots, and 
pods. 


Stamina: Indicates the ability of crew member to sustain damage. 
Can be raised by HEatine or by using the Medkit or the Stasis, Crew, or 
Dcon Pod. Crew member dies when stamina falls below zero. Stamina 
falls as a result of attacks by hostile creatures or robots (or other crew 
members). 


Attack Value: Indicates the effectiveness of crew member when 
making bare-handed Arrack against adjacent creatures or bots. This 
value remains constant throughout the game (1.e., doesn’t change due to 
damage or healing). 


Defense Value: Indicates the resistance of the character to suffering 
damage from the attacks of creatures, bots, or other characters. Re- 
mains constant. 


Weight: The relative weight of the character has no practical applica- 
tion in this game-situation but will in future Pandora adventures, and is 
therefore included. 


Carrying Ability: A crew member can carry tools and stunned crea- 
tures in varying amounts and weights depending on this ability. The List 
command will indicate what is being carried by a given crewman. 


Speed: Indicates the relative quickness of the crew member. It’s a 
good idea to record the number of simulated seconds it takes a character 
to move one space in order to have an idea of the total movement ability 
per turn. 


Summary of Robots 


There are seven different robots (or “‘bots’’) and each has a different 
symbol. To discover if a bot is functioning, move adjacent and key Ex 
AMINE. The screen will say ““EXAMINE BOT?”’; key Yes; the screen will 
say “WHICH WAY?” key the direction number; finally the screen will 
ask ‘““EXAMINE (NAME OF BOT)?”’; key No if you don’t want to ex 
amine it, Yes if you do. Be careful, this will sometimes put you adjacent! 
toa berserk bot who will attack you. 


Special Bot Abilities and Relationships 





CARRYING REPAIR ATTACK STUN REMOTE 
SYMBOL/NAME ABILITY ABILITY VALUE WEAPON CONTROL 
Erobot none none none Weak Crew Pod 
Console 
Ubot V. High = Avg. Low none Dcon Comm 
or Dcon Pod 
Console 
Imrebot = Avg. High Low none Dcon Comm 
or Pod 
Console 
Evabot none High Avg. none Dcon Comm 
Y\ or Pod 
Console 
Ambot V. High none none none Survey Pod 
Console 
Reconbot Avg. none Avg. Avg. Survey Pod 
Console 
Specibot Avg. none High Strong Survey or 
Specanal Pod 
Console 
Note that all bots can move, examine, scan, and attempt to restart the 


ship from the Nav, Comp, or Con Pod Console. Bots cannot operate 
Pods nor can they be “‘healed.”’ Bots capable of carrying can use tools 
and weapons. 
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Command Summa 

All commands are single letter non lel When a yes-no response 
is required, simply key “SY” or ““N”’. When more than one item or action 
is accessed by the same command, repetitive keying of the same com- 
mand code will bring up the item or action you want as a question. For 
example, if a number of items are in the same location, keying ““G”’ for 
Get will cause the screen to ask “GET ITEM A?” If you don’t want it, 
hit Get again and the next item will be offered. 

ATTACK: Attack adjacent space (screen will ask you for direction num- 
ber). Bots with stunners built-in use this command to access their stun- 
ners. Note that carried weapons are not accessed by this command. 


ContTROL BOT: Control of adjacent bot. Screen will ask ““USE BOT?” 
Key Y and screen will ask ““WHICH WAY?” meaning which direction 
relative to the crewman is the bot; respond with the correct number (or if 
you wish to abort respond with an incorrect number). If the bot was al- 
ready activated during that same 120 second period, “ALREADY 
USED” will appear. 


Drop: Drop a carried item. Screen will ask ““DROP ALL?” If you an- 
swer NO, you’ll be asked about each individual item being carried. 


EXAMINE: Examine an item being carried (if you’re carrying more than 
one thing the screen will ask you about each thing successively). It will end 
with asking ““EXAMINE BOT?” If there’s no bot you wish to examine, 
key NO. When at a console, you may examine the state of the pod, by 
using the EXAMINE COMmand. 


GET: Whatever the character or bot is standing directly over will be 
identified and offered by the screen. For example, if there were three 
things the screen would say “GET TURBOLASER?” If you key G 
again it would ignore the Turbolaser and ask “GET BOTKIT?” If you 
say YES it would ask “GET WEPKIT?” Whatever your response, it will 
then say ““‘DONE LOOKING,” to signal the end of the Get sequence for 
that space. When there is a rig involved, the first Get command will ask 
“WEAR RIG?” (to allow you to carry the rig rather than wear it). 


HEAL: Each crew member has a light duty healing device built into his 
uniform and this command activates it. As it functions, it gives you an 
updated read-out of the crew member’s abilities. 


List: This gives you an inventory of items being carried by the crewman 
or bot. 


Pop: When a crewman (not a bot) is standing at the console, this com- 
mand activates the functions (if any) of that yellow or green Pod. If the 
pod is red the screen will indicate “‘BROKEN.” If a pod has two or more 
functions, simply repeat the command to get to the second function. 


Qult: This command will cause the screen to query “SAVE GAME?” 
A YES response will ask you to assign a name to the file (hit RETURN 
after file name). It will then ask “QUIT GAME?” A NO response will 
return you to play of the saved game; a YES response will end that game. 
Be sure to record the file names of games on your deck plan. 


ed game; a YES response will end that game. Be sure to record the file 
names of games on your deck plan. 


Repair: If your crewman is at a console, this command will prompt 
““REPAIR POD?” If carrying anything Repair will cause successive 
prompts about each thing being carried. 


Restart: If the crewman or bot is at the console for the Nav, Comp, or 
Con Pod, the first R command will ask “RESTART?” Remember, this is 
possible only if all major systems are yellow or green. If one or more of 
the systems is red, the message “SYSTEM DOWN”? will appear. If sys 
tems are useable but the attempt does not succeed, the message TRY 
FAILED will appear. If you wish to Repair simply key another R at this 
point. 


SCAN: The door to each pod has a scanner built into it that is activated 
by the Scan command. This allows you to see into the pod without en 
tering. The end pods (number 1 position) have had their scanners de: 
stroyed in the emergency (and they cannot be repaired). Note that once 
you’ve scanned or entered a pod, the name of that pod will always ap 
pear alongside of it for that crewman. 


Use: This allows the crewman or bot to Use a functioning tool that he is 
carrying. The Use command will prompt you through the list of items 
being carried. 


Wait: This causes the bot or crewman to waste 20 seconds of time. 
X-data: Command causes present state of crewmen to readout on screen, 


1 to 8: Causes active crewman or bot to move one Space in that direction, 


Key To The Screen Format 
Below is the basic layout of the screen and what the 
standard indicators mean. 





CHARACTER NAME 


level on which action is taking place 


POD: # <number of pod in which chracter or bot is moving 


LOCAL 
TIME: 00 <seconds elapsed for characters or bot 


GAME 
Ti Mi E: 00 < minutes elapsed for this game 


SCORE: 00 « unmodified point score for character 


LEVEL: # 










(images of pods and crews) 






?< prompt and message space 
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